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Motion sketching is an approach for creating realistic rigid-body motion. In this approach, 
an animator sketches how objects should move and the system computes a physically 
plausible motion that best fits the sketch. The sketch is specified with a mouse-based 
interface or with hand-gestures, which move instrumented objects in the real world to act 
out the desired behaviors. The sketches may be imprecise, may be physically infeasible, or 
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The traditional high-level algorithms for rigid body simulation work well for moderate 
numbers of bodies but scale poorly to systems of hundreds or more moving, interacting 
bodies. The problem is unnecessary synchronization implicit in these methods. Jefferson's 
timewarp algorithm [22] is a technique for alleviating this problem in parallel discrete 
event simulation. Rigid body dynamics, though a continuous process, exhibits many 
aspects of a discrete one. With modification ... 
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This paper describes a real-time technique for generating realistic and compelling sounds 
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We are developing interactive simulations of the National Institute of Standards and 
Technology (NIST) Reference Test Facility for Autonomous Mobile Robots (Urban Search 
and Rescue). The NIST USAR Test Facility is a standardized disaster environment 
consisting of three scenarios of progressive difficulty: Yellow, Orange, and Red arenas. The 
USAR task focuses on robot behaviors, and physical interaction with standardized but 
disorderly rubble filled environments. The simulation will be used to ... 
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Faster networks, faster processors and 3D accelerator cards have contributed to the push 
for a new genre of online games, the Massively Multiplayer Online Role Playing Game, 
MMORPG. This paper presents a high-level software architecture for building a MMORPG 
engine. Six goals for the architecture are set, the architecture is presented and then 
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In this paper, we describe a new approach to the creation of virtual environments, which 
uses qualitative physics to implement object behaviour. We adopted Qualitative Process 
Theory as a qualitative reasoning formalism, due to its representational properties (e.g., 
its orientation towards process ontologies and its explicit formulation of process' pre- 
conditions). The system we describe is developed using a game engine and takes 
advantage of its event-based system to integrate qualitative proce ... 
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Conventionally, microarchitecture designs are mainly guided by the maximum throughput 
(measured as IPC) and fail to evaluate the impact of architectural decisions on the physical 
design, and in particular, the impact on the interconnects. In this paper, we propose 
MEVA, a system to consider both IPC and cycle time in the design space search for a given 
microarchitectural design. MEVA can consider a variety of user specified architectural 
alternatives that trade IPC and cycle time in the design, ... 
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